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HAVE YOU GOT TIME TO KILL? 

THE GREATEST ACTION GAMING HERO IS BACK IN AN 



PlayStation 


ALL-NEW. REVOLUTIONARY, THIRD-PERSON FRAG-FEST. 
RAGE THROUGH THE AGES WITH THE KING OF CARNAGE 
AS HE FRAGS ALIENS THROUGH THE CENTURIES. 
DUKE WILL FRY THE BACON OF ROMAN CENTURION 
PIG-COPS IN ANCIENT ROME. JOUST EXTRATERRESTRIALS 
IN SHINING ARMOUR IN THE MIDDLE AGES. SHOOT IT OUT 
WITH ALIEN RUSTLERS IN THE OLD WEST - THIS TIME DUKE 
IS GOING DOWN IN HISTORY! 
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Suitable only for 
persons of 
18 years and over 


Not to be supplied to any person below that age 


ATTENTION 

Chez certaines personnes. 
I'utilisation de ce jeu necessite 
des precautions d'emploi 
particulieres qui sont detaillees 
dans la notice jointe 
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1. set up your PlayStation™ game console according to the instructions in its. 
‘ instruction Manual. 

2. Make sure the power is off before inserting or removing a compact disc. 

3. Insert the Duke Nukem; Time To Kill™ disc and close the disc cover. 

4. insert game controllers and turn on the PlayStation™ game console. 

Follow on-screen instructions to start a game. 

5. Make sure there are enough free blocks on your Memory card before, 
commencing play. 

6. It Is advised that you do not insert o^move peripherals or Memory cards 
once the power has been turned on.^ 
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OPEN BUnON 
DISC COVER 
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CONTROLLER PORT 1 
CONTROLLER PORT 2 


R2 BUlfoN 


L2 BUTTON 


MEMORY CARD SLOT 1 
MEMORY CARD SLOT 2 


A BUTTON 
O BUTTON 
X BUTTON 
□ BUTTON 


DIRECTIONAL BU^1>N ' 


SELECT BUTTON 


START BUTTON 
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1. Turn 6n your console, /tf^r the startup screens, a bitchin introductory 
movie will play Duke thinks it kicks ass, but if you're some sort of wuss 
who doesn't like blood, just press Start to skip it. 

2. Press start again to go to the Came setup Screen. Keep pressing start unti 

the game STARTS - understand? ■ ^ 

3. Keep movingf and kill anything that moves that doesn’t lod^Yike it might 

show you a good time. ^ 


General Controls 

You can use either the digital or Analog Controller to wreak vengeance on 
the alien scum. The default controls are shown below. 

DEIBAULT CONTROL MAPRINC 

HOLD TO WALK STRAFE LEFT STRAFE RIGHT LOOK MODE 


STRAFE RIGHT 


TAP TO QUICKLY TURN 
AROUND. HOLD LONGER 
TO CROUCH/STAND UP 


FORWARD 


DRAW/HOLSTER 

WEAPON 


BACK 


FIRE CURRENT 
WEAPON/ACTION IF NO 
WEAPON DRAWN 


SWIM FORWARD 










The only difference between the digital and analog controls is that the 
Analog controller gives you much finer control of Duke's spectacular 
physique using the left joystick instead of the directionai buttons, when 
using the Analog controller, moving the stick faster and farther causes Duke 
to move more quickly as well. 

All of the non-movement controls can be re-mapped if you dont think we 
did a good enough job for you. Just choose controller from the Options 
menu. 




AIMING 

Duke is a Hell of a shot, and he will do just fine without your^lp - as long 
as you point him in the general direc^j^i - but for those situations where 
you want more precision there is a social little trick you shouid know | ^ 
about. If you press and hold the Rl button, you will drop-into lookmodl. in 
this mode, the viewpoint cioses in to Duke and a laser aiming dot appei^Tj 
Move the dot with the direction buttons or i^ stick andfipress the fire 
button to blow away any body part of your choice. Release the R1 button t 
drop back to normal game play mode. 

CLIMBING 

To Climb a ladder, pull yourself onto a ledge or to climb out of the water, 
press the Action button (X is the default) while pressing upward at a 
climbable surface or object. 

GRABBING ON 

When jumping, press Up and the Action button to grab on and puli yourself 
up on a ledge or ladder. 

WATER SRORTS 

There are times when Duke needs to hit the drink. To swim on the surface of 
the water, just use the direction buttons. To dive and swim beiow the 
surface, press the □ button. An air meter wili appear whenever Duke „ 





is submerged, it counts down from 100 to 0. When It reaches 0, Duke begins 
to lose health. The air meter refills whenever Duke surfaces, but any health 
lost stays lost, to exit the water, maneuver Duke to the edge of the water 
and press up and the Action button. 

SPECIAL CONTROLS 

Certain inventory items and weapons require special controls. These are 
detailed in the weapons and Gadgets sections of the manual. 



It’s like this: Duke was celebrating his recent victory over the scum-sucking 
alien pigs (and lizards, and brains, etc...i with a few brews and babes at the 
Club Bootylicious when all of a sudden, out of nowhere, a bunch of pig cops 
came busting in. He took care of them and headed for his 1968 custom hb^, 
when it changed in a flash of light into a pink prowler girly bike - with 
tassels! well, you can screw with the Duke, but those alien bastards are 
gonna pay for messin' up his ride! 

Duke, being a pretty bright guy for a mean son of a bitch, figured it out right 
away. The aliens were trying to take over the world before Duke was around 
to stop them. They were messing up history and REALLY pissing him off. Duke 
draws his gun and heads out to find the alien time gate In the Modern World. 
This time he’s kicking ass and taking names and he’s not gonna stop until he 
gets his world back the way he likes it... bikes, babes, brews, and all. 


Once Duke finds and activates the time Portal, he will find himself 
transported back and forth across time to the various lands and eras 
targeted by the aliens. The primary areas of attack are Ancient Rome. 
Medieval Europe, the Old west, and Duke’s home base in New LA. 


t PLAYER/a PLAYER 

Choose 1 Player to play the full game as Duke takes on the alien hordes. 
Choose 2 Player to take part in a death match against another player. You 
need to have a controller in each controller port to play the two-player 
match. Details on two-player games are given later on. 

DIPPieULTY 

1 Player games have difficulty settings. Choose from wussy, cet Some, Let's 
Co, or Death Wish. 

SAVING AND LOADING GAMES 

Duke Nukem: Time to Kill games can be saved on a Memory card if it at 
least one free block. The Memory card in Memory card slot one is checited 
when the disc loads, if there is not enough room to save a game, you wnl 
see a warning notice. Carnes can be saved at the end of each completed 
level. All options and settings are saved with the game, you have the option) 
of loading a game from the startup menu and from the in-game options 
menu. 

During play, Duke will occasionally pass Time Rifts created by the aliens. 
These are called Reentry Points, if Duke dies, he will automatically make a 
trans-dimensional shift to the last reentry point he passed. He can CONTINUE 
in this way severai times before his molecular composition is reduced to 
mush and it's CAME OVER. Saved games record the number of remaining 
continues. 





Game setup Options 

SOUND 

set the volume level for music, sound effects and Dukisms during game play 
Also choose between mono and stereo output as appropriate for your 
speaker setup. 

CONTROLLER 

Each of the button-based controls can be remapped, scroll the highlight up j 
or down to the command you want to remap and press the neyv button for] 
that item. Reset restores the current tettings. Default resets thf controls ] 
the recommended settings. ■' 

CAME SETTINGS 

• Auto Aim: On/Off \ 

Auto aim ailows Duke to waste any opponent in the gefiierai direction | 
iooking. Turning it off requires a more precise lineup on the target. 

• Core: Lots/Some/None 

In case your delicate sensibilities are troubled by gore, this adjusts the 
amount of graphic biood in the game. 

• Came Speed 

Controls how fast Duke moves at his top speed. 
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in-Game Options 

Pressing the Start Button during game piay brings up the same options 
menu that is avaiiabie from the Came Setup menu. All the options availabie 
form the in-game menu with the addition of Quit Came. 
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^ to go at each otherin a variety of settings. Each player needs to have their ■ 

I own controller plugged into one of the controller ports. Each player will appev 

I in a different part of the level eqidpped witff a Oeseit iagle. The goal is to finci 

and waste the other player, weapons and ammo win be found throughout thf 
levels - Duke particularly likes the Gatling Cun. The player who gets killed Is 
resunected in a new part of the level.\The match continues uhtR the time or 
kills level is reached or until the playere choose Quit Game from the Options 
Menu. • 

Upon choosing a two-player game, the following options are presented: 

Screen Split lferticaiy4porizbntal 

Choose whether you want the two playing scrjens to appear side by side 
(Split Screen vertical) or one on top of the other (Split Screen Horizontal). 

Level 

There are 6 specially designed area levels for use in death matches. Choose 
one to suit your mood. 

Time \ 

V i'i' 

Choose the length w time for the match from 5,10,15 minutes or unlimited. 

Kills 

Choose the number of kills required to win the game from 5.10,15 kills or unlimited. 
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As Duke travels through the levels, he will collect quite an arsenal. To select a 
weapon, press the select button and scroll to the weapon of your choice 
then press the X button. Most weapons have ammo requirements. Ammo is 
found throughout the game and is picked up automatically if it is needed as 
you pass over it. Some weapons have limited clips and must reload when 
empty. This is done automatically as soon as the last round is fired. 


NAME 


CONTROLS 


DESCRIPTION 


Mighty Boot 



Press Attack^tton 


Throwing Knife Press Attack Button 


A powerful kick from Duke's 
Mighty Boot: guns are bett^. 


A precisely thrown razor-sharp 
bowie knife. 



Throwing Axe Press Attack Button A precisely thrown Viking style 

hand axe. 


Crossbow Press Attack Button A rapid-fire medieval crossbow 

firing deadly steel bolts. 

\ 



Desert Eagle Press Attack Button 




Shotgun Press Attack Button 
to Fire 


Buffalo Rifle 


Buttbn 



Catling Cun 


Press Attack Button 
to Fire a Burst. Press 
and Hold for Autofire 


Press Attack Button 
to Fire 


Flame Thrower 



Press and Hold Attack 
Button to Fire 


Duke's trusty standby hand 
cannon. Never leave home 
without it. 


A drum-feed large gauge riot gun 
loaded with teflon coated 
buckshot. 


The classic longlSfle of the bid 
west. Powerful and accurap 
single shot action. 


Sort of an Old west version of 
the Chain Cun. Devastating rapid 
fire goes through enemies faster 
than cheerleaders throiigh 
kneepads. 

Rocket Propelled Grenade... also 
known as a rocket launcher, very 
nice If you like your enemies in 
small, portable pieces. 


Time for a Pig Roast! Just don’t 
get too close to your target - or 
a wall unless you want a serious 
charcoal tan. 





Energy weapon Press Attack Button 
to Fire 


An alien Iffe-sucking, body- 
exploding toy with great range. 


Dynamite 


Holy Hand 
Grenade 


Press Attack Button 
to throw - hoid for 
longer throw. 


Like Dynamite, but VERY 
powerful. Great for massive 
destruction and bunny killing. 
Homes In on nearby enemies. 


Press Attack Button 
to Fire. Collide with 
frozen target to 
shatter it Into dozens 
^ corpse-cicies 


Press Attackffetton 
to throw bo^ - hold 
for longer throw. 
Press again to trigger 
from any distance. 


Press Attack Button 
to throw - hold for 
longer throw. 


Fires balls of freezing energy 
which carom off the wails until 
they hit a target The target 
freezes; you shatter it; it dies. 
Watch out for rebounds. 


A powerful etn^plosive device 
great for mincing multiple 
enemies of blowing open d^ors 
and barriers. Just remember that 
the more flbwerful the bomb, 
the further you need to be able 
to throw. 

Similar to the pipe bomb In 
effect, but it goes off after a set 
time, so you need to make sure it 
doesn’t end up at your feet when 
it blows. 


Pipe Bomb 






Numerous interesting items can be collected and stored in inventory, some, 
such as medkits. are one use items. Others such as the goggles may be use : 
repeatedly as needed, limited use items will display a countdown timer on 
the display 



NAME 

Jet Pack 


Bio Mask 


controls^ 

Press and hold Jump 
lutton to 


ACTION ^ 

Fly iike^retty little tjird 
with lots of guni^The flame ^ll 
makes a nice substitute flame 
thrower, too. 




Select from inventory Protectionjfrom poison gai 
to wear it, Select 
^‘liiMaln to remove It. 
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Select from inventory use thermal Imaging to see In 
to activate them. dark areas. 

Select again to 
remove them.. 





Select from Add speed, strength, and a great 

Inventory to activate, adrenaline rush to boot. 



Activate it to use ft up. Restores health - these come in 
smail and large. 


walk up to t|p 
security pan^l. lock, 
etc... and press the 
action button. 


Certain areas require access 
cards and or keys to pass 
through. These can be found on 
enemy corpses or just hidden in 
the worlds. 


Crystals 


Press the action 
button next to a 
crystal receptacle. 


Time Portals require special 
crystals to activate them. 


Atomic Health walk over it. 



Gives a huge boost to health. 
Allows health to exceed 100%. 
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walk over it 


Walk over it. 


Heavy Drak: The Firepower behind the Aliens. Like their 
smaller cousins the Draks, the Heavy Draks are swift and 
fearless, but they are both larger and meaner. Armed with 
the Catiing Rifie, they are used to destroy heavily 
defended targets and to support orak assaults. 

PIgCop: Mutated human police forces used by the Alien 
invaders to dominate the human populous in an invasion 
zone. These piggish adversaries are both tough and 
dangerous, armed with the short ranged, but deadly 
shotgOn. 


Bat: Flying rate that swoop, screech, flap, and generally 
annoy Duke with their presence, watch out for them in their 
normal habitats. 


Drak: The basic Alien Grunt. Tough and reptilian with swift 
reflexes, they are useful for soaking up fire and tying up'j 
enemy troops. They are armed with a plasma pistol. They 
often patrol areas seized by the invaders from space. 


Adds an extra layer of protection 
for that stay fresh feeling under 
fire. 


Adds to ammo ^r specific 
weapons up to die maximum 
allowed. 





Hellwing: Bat like predators, these large flapping 
monstrosities belch sulfurous fireballs at any intruders 
within their territory. The Aliens use them as useful 
watchdogs to warn them of encroachments in their 
teqltory. 

Necrobrain: Greater servants of the Alien warlords, the 
Necrobrains are living computers. Through their super- 
iscience they can project balls of mental energy as a weapon! 
Twisted and evil they delight in the suffering of other 'lesser 
races'. They view humans as the host i»r their 
parasitic laryae. ^ 

Larval Necrobrain: Not j^ll babies are cute. Most often found 
in the company of ne(|{Obrain their adult counterparts, the 
larval form of the Neiilbrain is generally mole aggressive in 
nature. Not powerful enough to fire discrete bursts of energy, 
they instead envelop themselves in a deadly plasma field. V M 


Robots: The aliens have created a variety of robots to defend ^ 
colonized areas. Armed with proximity mines, autocannons, or - 
missiie launchers, they are tough and relentless.' 


Reaper: This Boss is a Mechanized terror that has lead the first 
Alien force into the oid west Whiie it rumbles around on its 
rriassive treads, it will shower any unlucky souls in range with a 
haH of Cannon shells from its weapon arm. Armed with 
terrifying weapons and armored in layered Durasteel, the 
Reaper is a fearsome enemy. 

Dragon: wi!fT a massive wingspan and fiery breath, this 
ancientcreature was the perfect choice for crushing all that 
would oppose alien domination in the medieval era. 










Moloch: The greatest of alt Drak warriors, Moloch is a 
massive Dinosaur like foe bent on subjugating the medieval 
era of Earth. Towering an incredible eighteen feet high with 
advanced machines and weapons melded to it's rippling, 
scajy muscle, Moloch rules the Draks with an iron fist. 


In the single player game, you, occasionally will have an opue^nity to earn 
a super-charged weapon, if you find a special power-up it means that you 
wilt be going to a Challenge Stage onc^ou successfully complete the 
current level. Once there, you are giv^ a limited amount of time to kill all 
the enemies and then exit. You will use the bonus weapon itself in the level, 
and if you are successful, this super weapon will replace one of the standard 
issue weapons for the rest of the game. 


There might just be secret areas filled with great stuff if you can find them. 
The number of secret areas (if there are any - there might not be... it's a 
secret) you found will be displayed at the end of the level. 








HeNy N ww ww , Jamal Jennhigv 


Opaakig tliema tons,'Tlw Thing I Hata^ pei^^ 

WMtward, from the album, Duka Nukam^** * 

•1998 RED Intoractivo, a division of RED Distribution, Inc. 
1998 Sony Musk Entoftabmiont, Inc. Spok Stabbing Westward 
appams courtesy of Columbia Records. 











